Fallout Conditions 


Mute 
Effects: Character cannot speak 


Deaf 
Character cannot hear and will be unable to receive vocal communication. 
Effects: PE -3 


Mutating 

Your Human character is becoming something else... 

Ghoul: ST -2, IN +2, AG -2, CH -2, LK +2, Radiation Resist +30 

Half-Mutant: ST +4, IN -2, AG -1, CH -3, EN +2, Disease Resist +50 
Abomination: ST +10, IN -5, AG -3, LK set to 1, CH set to 1, EN +7, Poison Resist 
+50, Disease Resist +50, Radiation Resist +70 


Paralyzed 
Effects: AG set to 0, Character cannot move but can still hear and talk. 


Bruised 
Effects: AP/2 rounded down 


Concussed 

Concussed is a condition caused by a blow to the head. It reduces accuracy and 
gives a penalty to Intelligence. It can be cured by using a doctor's bag, taking 
Mentats, or through time. 

Effects: IN -2, PE -4, and -50 to all ranged rolls 


Infection 
A wound has become infected. While your character has an infection your heal rate 
drops to 0 and if left untreated the infection will spread and may cause limbs to die. 


Blood Loss 
Your character is bleeding out and will take 1 wound for every 2 AP used and 1 
Lethal Wound per round of combat until you are stabilized. 


Poisoned 

If a character comes into contact with a poisonous object, such as a poison dart ora 
scorpion’s tail, their Poison Resist statistic will give a chance of not being poisoned. 
For example if a character’s Poison Resist is 35% and you are poisoned you roll a 
d100 and on a 35 or under you resist being poisoned. You must roll once for each 
dose received as multiple doses may be delivered upon contact. Poison, in all 
cases, is delivered in an amount of doses which are cleared from the system at a 
rate of 1 Dose per Hour, with damage for every dose. In cases where you are 
subjected to multiple types of poison, the stronger poison dominates. 

Poison Types and Effects: 


Type A - The most common kind of poison, type A is a mild venom often carried in 
the bite of some kinds of animals. Causes 1 Wound per Hour (roll Endurance for no 
damage). 


Type B - A distilled version of the Type A poison, this irritant is used by tribals for 
hunting small game. In mass quantities, it could make a person very sick. Causes 2 
Wounds per hour (roll Endurance for half damage). 


Type C - Type C poison causes severe abdominal cramps and sickness, 
incapacitating the victim for 2d10 hours minus EN. During this time the character’s 
Strength, Perception, Agility and Endurance are reduced to 2. 


Type D - This is often found in the sting of a radscorpion, it can easily kill the 
unprepared adventurer. A refined version of this poison is used to make Antidote. 
Causes 4 wounds per Hour (roll Endurance for half damage). 


Type E - Distilled radscorpion venom, used for hunting bigger game. Causes 8 
wounds per Hour (roll Endurance for half). 


Type F - Very rarely will an animal have a poison this bad, but it does happen. 
Certain spiders and snakes were known to have venom like this before the War, and 
it is likely that someone out there has it now, either naturally or chemically. Type F 
poison causes the victim to go into shock about 1 hour after contact, and they slip 
into a coma for 1d10 days. For each day the character spends in a coma and goes 
untreated by a doctor or an antidote, that character must successfully roll against 
Endurance. If the Endurance roll is failed a Resist Death roll must be made or that 
character will die. 


Type G - The worst kind of poison. These are generally only made in laboratories, 
although there may be some species out there that carry them. A Resist Death roll 
must be made or that character will die every 5 minutes after exposure, unless 
Antidote is administered. 


Addict 

Certain drinks and foods, and almost all chems have a chance of addiction. Should a 
player become addicted to a substance, then they will crave that material for a 
determined period of time until they either kick the addiction, get cured, or satisfy 
their craving. Every time an addicted player takes his dependent chem, the time to 
kick the habit is reset. The craving translates out to a long debuff that is equal to 
the drug's Down Effect. If a substance has no down effect, then simply use the 
debuffs in the substance's regular effect. To determine addiction chance after stats 
modifier, simply subtract the player's EN from the listed addiction chance. Should 
you have a trait or perk that modifies addiction chance, multiply the addiction 
chance by this before subtracting EN. 


Example: Ted of the wilds has 2 EN and the Chem Resistant perk. He wants to huff 
Jet. 

Jet's addiction chance is 50% 

50/2 = 25 

25-2 EN = 23 


Ted's chance of becoming addicted to jet is 23%. When he gets high, he would roll a 
d%, and should it land on 23 or lower, he would become dependent on the chem 
and have withdrawal symptoms for 1 Month should he refuse to feed his cravings. 


Diseased 

When a character is exposed to a treatable disease, the character must make an 
immediate Resist Disease roll. The victim must make this roll when he comes into 
contact with an infectious carrier, touches an item smeared with diseased matter, 
consumes food or drink tainted with a disease, or suffers damage from a 
contaminated attack. If the character succeeds, the disease has no effect on him— 
the character’s immune system fights off the infection. If the character fails the roll, 
he takes damage after an incubation period; once per day thereafter, the character 
must succeed at a Resist Disease roll to avoid secondary damage. Two successful 
saving throws in a row indicate that the character has fought off the disease and 
recovers, taking no more damage. The characteristics of some treatable diseases 
are summarized on the Diseases table. 


Disease Resist Modifier: Some diseases are easier to resist than others. This number 
modifies your Resist Disease Roll. 


Type: The disease’s method of delivery—ingested, inhaled, or via an injury. Some 
injury diseases can be transmitted by a wound as small as an insect bite. Most 
diseases that are inhaled can also be ingested (and vice versa). 


Incubation Period: The amount of time before initial damage takes effect (if the 
victim fails his 
Resist Disease Roll). 


Initial Damage: The damage the victim takes after the incubation period. 


Secondary Damage: The amount of damage the hero takes one day after taking 
initial damage, if he fails a second saving throw. This damage is taken each day the 
saving throw fails 


Disease : a 
Incubation Initial Secondary 
PRIS ieee Type Period Damage Damage 
Inhaled/ 
Anthrax -30 Injury 1d2 days 1 EN 1d4 EN 
Inhaled/ 1STand1 | 1d2 STand 1 
Small pox -25 Contact 2d4 days EN EN 
1d3 ST and 1 
Pneumonia +5 Inhaled 1d4 days 1ST EN 
1d2 ST and 1 
Hantavirus -20 Injury 1 day 1d2 ST EN 
Necrotizing 
Fasciitis (0) Contact 1d6 days 1 EN 1d3 EN 
Blood Fly 1 AGand 1 | 1d2 AG and 1 
Virus +25 Injury 1d4 days EN EN 
Salmonellae +35 Ingested 1 day 1STand1 |1 ST and 1d3 


Malaria 


Injury 


4d8 days 


1 AG and 1 
PE 


1 AG and 1 PE 


HIV 


Injury 


1d100 days 


1 EN 


Resist 
Disease 20 


Measles 


Inhaled/ 
Contact 


2d4 days 


1STandil 
EN 


1d2 ST and 1 
EN 


Plague 


Contact 


1d6 days 


1 EN 


1d10 EN 


Tetniss 


Injury 


1d6 days 


None 


1d4 AG 


Ebola 


H1Z1 


Contact 


Injury 


2d10 days 
See 
Discription 


1 EN 


Infection 


1d2 ST and 4 
EN 

See 
Discription 


O. 
unilateralis- 
Z 


Injury/ 
Ingestion 


See 
Discription 


None 


See 
Discription 


Porphyric 
Hemophilia 


KO’d 


Injury and 
Ingestion 


Special 


Death 


See 
Discription 


Your character has been knock out and will be unconscious for a number of rounds. 


Blind 


Effects: PE -5 


